Become A Pirate! 


1. Opening up a Swiss bank account 


requires a large minimum deposit. 
Opening a Seychelles IBC costs very 
little, and it comes with a bank 


account - no minimum deposit. 


2. Once you have a secure bank 


account, you are open for business. 
But you need a group of friends. A 


mannerbund... 


3. Do not contact customers from 


your home country! Surveillance is too 
great. Go to South Africa. Nobody is 
watching you. Mercenarism is part of 
their economy. Call up potential 


customers from a burner phone. 


4. A good job to start with is guarding 
transit of goods. Or guarding a mine. 
The further you are from Central 
Africa, the easier it will be. The most 


danger & money are in CAR and DRC. 


5. You don’t know where the gun 
markets are yet. South Africa 
regulates guns. Make the customer 
provide you with weapons and 
supplies. This is a normal 
arrangement. It is not unprofessional, 


as long as you know what you need. 


6. Tell the customer you are a 
professional. You have prior military 
experience. Lie! The truth is that you 
are far superior simply because you 
are white. No HIV infected 
malnourished superstitious African 
knows what he is doing. Nobody has 
mercenarism down to a science. You 


can just figure out how to operate. 


7. Travel to the job by plane. Bring: 


clothes, toiletries, rations, food, 
iodine, medical supplies, GPS, 
physical maps, cookware, extra boots, 
binoculars, doxycycline, mefloquine, 


camping equipment in text Nytnes. 


8. Make the customer provide: guns, 


parts, ammunition, food, camouflage 
uniforms, chest rigs, belts, local 
maps, an SUV, body armor, helmets, 
some physical money, a local liaison, 
and fortification supplies. Make them 


wire an amount upfront. Negotiate. 


9. Once at the job, make friends and 


explore a little. Side jobs will appear. 
Markets will appear. Don’t worry 
about maintaining a professional 
reputation. You are not a 
professional. You are an explorer. Do 
what is necessary to make money 


safely, and then leave. 


10. Discipline at camp! No drinking. 


No fighting. No partying. No women! 


Recreation is necessary. Bring books. 


11. The books of the religious 
doctrine Templism are good for 
morale. They are written by a 25 year 
old foreign SOF veteran, who claims 
to have revelations from pagan gods. 
He has compiled all these revelations 
in Corpus Authoricum, but you can also 
buy his texts individually: Templist 
Canon, Wyrd!, Nytnes & Etc. Corpus 
Authoricum has some texts that the 
others do not, and is generally the 
best deal. He is not available to 


answer questions about mercenarism. 


11. Guard locations with most of the 
force UNSEEN. If the customer 
complains: VICTORY is the best 


deterrent. Demand absolute vigilance. 


No complacency. 360 degree defense. 
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12. Don't stand close together! Don't 


fraternize! Save that for recreation. 
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13. Always make the areas you guard 
difficult to drive through. For 
example, set up barricades that force 
vehicles to zigzag. These checkpoints 
prevent enemies from driving directly 
into your position. They then allow 


you to control who goes in and out. 


14. If you are guarding a populated 
place, then there are informants in 
your midst. Your routines will be 
known, as will your hiding places. Do 
not leave any hole in your routine. 


Spread disinfo about your routine. 


15. If you are guarding a populated 
place, change your routine regularly 
according to an imperceptible 
mathematical scheme that no African 
would be able to figure out...or just 
tell your guys which guard protocol to 


implement at random. 


Figure 3-4. Fire team file. 


16. When moving as a fireteam, there 
are only two formations: wedge for all 
purposes, and file for quick 
movement, low visibility, or when 
hemmed in. The weapon placements 
above do not need to be observed, 


except range weapons go in the rear. 
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Figure 3-5. Squad column, fire teams in wedge. 


17. When moving as a squad, squad 
column is the default formation. It 
consists of two fireteams in wedge 
stacked on top of each other, spaced 
by 20-30m. The pointman leads 
ahead of the whole formation, 
scrutinizing his surroundings. All 


others follow him, even if he missteps. 


18. The front wedge in a squad 
column is alpha team. The back 
wedge is bravo team. Alpha team is 
responsible for navigation, offensive 
action, and surveillance. Bravo team 
is responsible for pace count, 
navigation, sustainment, and body 


count. B TL relays between A and B. 


Squad Line: 


Figure 3-6. Squad line. 


19. Squad line is good for wide open 
areas, and in assaults. Warning: all 
reserves are committed, so there is no 
subsequent maneuver! When moving, 
alpha team becomes the base team on 
which the formation cues its 
movement. In a very wide open area, 
you could even spread individual men 


out very far. 
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Figure 3-7. Squad file. 


20. Squad file is the same as firetime 
file, for squads. Note the optional SL 
position. Leaders, occupy this 
position! It increases morale, and you 


are not so important to be preserved. 
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Figure 3-11. Platoon vee. 


21. When traveling with many men, 
the column becomes dangerous. A 
bunch of men like ducks in a row. A 
stray bullet is bound to hit somebody 
along the column. You can instead 
use platoon vee. High front security. 


Use if contact is expected to the front. 
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Figure 3-12. Platoon wedge. 


22. Alternatively, platoon wedge is 
used if you aren't sure where to expect 


contact from. 
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23. If you happen to have technicals 
mixed with infantry, place them in 
the rear before committing them. 
Unlike the tanks pictured, technicals 
are vulnerable to small arms fire. In 


the rear position they can be a great 


flanking weapon. 


24. If you somehow manage to be 
graced with an armored vehicle mixed 
with infantry, place the vehicle in 
front, unless anti-armor weapons are 
expected, or if anti-vehicle mines are 


expected. 


25. When the enemy could as likely 
attack from any direction, try to 
shield the technicals with infantry in 
all directions as is badly portrayed 
here. Or, form them exactly as is 
displayed here. “Shield” means: put a 


distanced cordon in front of them. 


Figure 7-7. Herringbone formation. 


26. If traveling with technicals in 
open terrain and you have to stop, 
consider forming a coil. If confined to 
a road and you are under threat, use 


the herringbone formation. 


27. A unit fired upon cannot move! 


Reserves are therefore important. 
Combat is a chess game of pinning 
down and assaulting. You have to 


fight deliberately without panicking. 


28. Africans are not as courageous as 
Europeans. You have to act in a way 
that is terrifying. In the moment that 
you are expected to be hiding from 
bullets, send the reserve to flank all 
the way around them and assault at 


close range. 


29. The unit fired upon first is 


suppressed, and cannot as easily fire 
back. Suppression can be reversed 
upon the enemy by: grenades, 
flanking, or self sacrifice as is 


described in Wyrd! 


30. Beyond good tactics, formations, 
and maneuver, having superior 
terrain is key. Thick buildings are 
best. If you are guarding an area, it is 
best to know not only that area but 
what lies beyond it. You can run 
between cover, but only within 


concealment, without dying. 


31. When shooting under fire, do not 
pop out of the same place predictably. 
Move around. It takes three seconds 
to set gun sights on an unexpected 
target. As long as you're unexpected 
and quick, you cannot get shot. You 
can set diversions while firing or 
spotting, such as by having a 
teammate jump out of cover. 
Therefore: severely avoid getting stuck 


in one known area of cover. 


32. A machine gun is necessary for 
suppressing the enemy. Make the 
customer get you one. If the machine 
gunner gets shot, someone else has to 
take his gun. Machine guns can be 
used at much longer range. Weight of 
fire can determine which side is 


suppressed, and over time it can kill. 


33. If you are in a CQC situation: 
these are decided entirely by 
technical experience. If you practice 
this at all, you should be better than 
most adversaries you will encounter. 
As usual, don't pop out where you are 
expected. Breach walls and doorways 


from a crouch position, for example. 


34. It pays off in modern war to do 
shit that is completely weird. Modern 
battle relies upon battle intelligence. 
You aren't fighting known 
arrangements of line infantry. 
Surprise and confusion are very OP, so 
act like a fucking freak. This is 
especially powerful against Africans 
because they think very 


conventionally and are easily cowed. 


35. Stationary combat vehicles should 


be fortified in ditches if possible. Or 
otherwise, placed behind cover with 


only the gun sticking above. 


36. Overkill is an extremely common 
phenomenon of inexperienced 
military units. Firing at things you 
don't see, or firing at enemies 
assumed to be neutralized. It isa 
psychological comfort that wastes 
ammunition. Use it to your 
advantage. Every little movement will 


cause a cascade of ammunition waste. 


37. Personal squabbles may occur in 
the field. It’s bound to happen. Esprit 
de corps is enhanced by having a 
shared purpose. This can be obtained 
by reading Templist Canon. Maybe 


designate a Templist chaplain. 


38. Plan out your patrols. On patrol, 


designate a rally point as well as a 
secondary rally point in case the unit 
gets split up. If there are large units of 
enemies in your midst, stop 


periodically to listen. Leave no trace. 


39. When traveling by hills, do not 
stand where you can be seen against 
the skyline, night or day. Walk 
around them rather than over them. 
You cannot camouflage yourself 
against the sky, if your body is 


silhouetted against it. 


40. Be ready to exit vehicles quickly. 
Do not make it so that you will be 
fumbling around to leave. Watch for 
IEDs on patrol. Do not pick anything 
up, because items are often used as 
simple triggers for pressure IEDs. 


Don't get your grenades caught! 


41. Be careful passing over enemy 
casualties, if it is necessary. Bravo 
team checks them for supplies if 
there is time. Without causing 
further noise or wasting ammunition 
they can be killed. But if you are 
cuarding, stay put. Also: careful, HIV. 


42. A bend in the road is good for an 
ambush because vehicles have to slow 
down, so watch out, or use to your 
advantage. Go faster around corners. 


As before: act like a fucking freak. 


43. If for some reason you are up 
against artillery, don’t take cover in 
anything that will splinter. You are 
better off in the open than under 
trees. Dirt mounds are good, because 
they only “splinter” into harmless 


grains with the few odd rocks. 


44. Know the nature of Africans. 
Templist Canon teaches you the 
difference between European peoples 
and other populations. Example: 
Africans display goodwill into the 
future based on past gifts. Learn 


Islam if relevant. 


45. Form a good relationship with the 
customer but do not let him bully you. 
If you establish this early on then he 
will not fuck with you when the job is 
done. But if you seem weak, or if you 
upset him, he will probably fuck with 


you. Africans like past relationships. 
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46. When the job is done, sell items 
you do not need. But keep your 

weapons and car. Give the customer 
some cash and tell him to wire it to 


you. Keep a little cash for bribes. 


47. Armed, bring your car near the 
airport, but drive it to an unexpected 
location. Bring your local liaison and 
instruct him to return it to the 
customer. Give him bribe money. The 


customer's goodwill is hoped for. 


48. His goodwill is possible, because 
Africa has a “you scratch my back, I'll 
scratch yours’ economy. It is not 
impersonal and businesslike as in 
Northern Europe. This is also talked 
about in Templist Canon, a work of 


great wisdom. 


49. Fly back to South Africa or 
another country with nothing 
suspicious on you. Blow the rest of 
your money on saleable trinkets 
there, like watches. Don't set up any 
kind of money transfer account. 


Return to home. 


50. No training is necessary. An 


adventurous spirit is all you need. It 
will be necessary eventually to set up a 
Swiss bank account, or other 
secondary private bank account, so as 


to spend your money. 


The Author of TC said: “TI started 
having visions while in the field, 
telling me that a new creed was 
necessary to turn post-Christian men 
into pagan warriors. Templism is a 
creed that does that to those who 
follow it. It isn’t a reconstruction. It is 
a new revelation. Warrior men don't 
want to LARP, they want the actual 
power of the gods. I build a network 
of warrior men, SOF, combat veterans, 
who adhere to my creed. Templism is 


going to conquer the world.” 


Alternatives 
Becoming a mercenary is one risky 
way in which to express a warrior 
nature. Another way is to join the 
Foreign Legion, coast guard, ora 
state/national police force. The 
trouble with joining the conventional 
military is that your chances of 
becoming SOF, and engaging in 
actual warrior activities, are hit or 
miss, and if you miss you will be stuck 


in a shittier version of civilian life. 


By Ragnar, Geneva Templist Society 


